WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
NTERTAINMENT SYSTEM. 
A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
e This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 
e Do not bend it, crush it or submerge it in liquids. 
e Do not leave it in direct sunlight or near a radiator or other source of heat. 
e Be sure to take an occasional rest break during extended play. 
e Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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Getting Started & 


MEMORY CARD slot 2 
disc tray 


MEMORY CARD slot 1 asl ae 
= RESET button 


4 OPEN button 


USB connector 


controller port 1 
controller port 2 


Set up your PlayStation°2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 
(located on the back of the console) is turned ON. Press the RESET button. When 
the power indicator lights up, press the OPEN button and the disc tray will 
open. Place the Scaler disc on the disc tray with the label side facing up. 

Press the OPEN button again and the disc tray will close. Attach game 
controllers and other peripherals, as appropriate. Follow on-screen => 
instructions and refer to this manual for information on using the software. 


Saving and Loading 
Sealer prom 
Wie, card 


starting 


7AKB of 


me 
mory and has . Scaler’s file uses 


games. 


Load Game Menu 


The Load Game menu can be accessed from the Main Menu. 
If ie have previously saved a game, use the => directional 
buttons or left analog stick to select the saved game you want 
to play. Press the @ button to confirm you selection. 
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L2 button —e 
L1 button button 
R1 button 
directional 
buttons 
rr 
left analog stick A button 
(L3 button when pushed 
SELECT button pushed down) © button 
ANALOG mode button X button 
START button C1 button 


right analog stick 
(R3 button when pushed down) 


wi iil START button Start / Pause / 

Return to gameplay 

Highlight selection / 

Adjust volume 

€8 button Confirm selection 

@® button Cancel selection / 
previous screen 


Directional buttons or left analog stick 


Map Controls 


i in and out 
right analog stick Zoom In an 
left analog stick Scroll around the map 
and Move between levels on the map 
@ button Return to previous screen 


The Multiverse e 


Our world is only one small planet in a vast universe. Our 

universe is one speck within the “Multiverse.” The portals that connect 
the planets are unstable - they can spawn and die out in the blink of 

an eye. If anyone could stabilize and control these portals, he would 
wield immense power. 

In a freak accident, Leon, a brilliant scientist in the process of developing 
just such a device, 
There, the evil Looger and his cronies torture the scientist and steal this 
technology, perfecting it until it suits their own twisted purposes. 


They break into our world, but before they can complete their fiendish 
plans, they are discovered by Bobby ‘Scaler’ Jenkins. They capture the 
boy and try to get him to talk, but he breaks free, and escapes through 


a portal into their world. 


Leon: 

This once heroic and brilliant 
scientist is now merely a surly 
survivor — but he hasn't quite 
realized that yet. He befriends 
Bobby, and gives the boy advice 
and guidance as he explores 
the strange world he’s 
4 blundered into. 


is sucked out of our world and into a bizarre dimension. 


Ps 


DADA AAR A ARAL AA ADD DDD ARMM HHH HH PPP IMP HHHH*H 


Ran 
ullying tactics, 


jazz: 
Ghe’s on Looger’s team too, but ing 
our world, she’s taken on the guise 
of a movie director. She is NOT one 
sed with, and Bobby has 
crossed the line! 


to be mes 


Rhombus: 
He’s nabb, 
ed a job 
: asa i 
UP world, but he is bane : 


another Loo 
Jer compatpi 
ey, Rhombus! i ee 
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Turbine 
furbine is Looger’s 
“muscle” and is 
masquerading as a 
construction worker 
our world. Scaler’s 
too quick for this 
bad-breathed baddie! 


in 


Wor|d Map 


Here you'll be able to select the destination for the next leg of a) 
your adventure. Some destinations will be locked. In order to unlock a 
destination you'll need to collect the number of lizard eggs indicated in 
the upper right hand corner of the screen. Use the 
directional buttons or left analog stick to select 
an unlocked destination. Press the &% button 

to display the destination level's objective. 
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Press the @ button again to enter + 
the button while you are on th 


Gallery. As you collect more 
become available. 


Heads Up Display 


+ 
ital i tion on your currert 
see vital informa 
wae ie checking the heads up display 


ealth Meter 
Health M health level is 
indicated in blue. 


Static 
Electricity Bar 
As you slide 6h a vine 
your static electricity 
charge increases. When 
the bap is completely 
full, you peceive an 
Electric Bomb. 


Electric 

oe Counter 

Each Electric Bomb you 
ain will be indicated 

by a blue orb. 


Mini-Map 

This map is a smaller version of the level map. Use it to 
help keep you heading in the right direction. You can 
turn this map on op off through the panel menu. While in 


the off state, you can toggle this map on and off screen 
with the RS button. 
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Crystal Gem Counter 


Thére are 100 Crystal Gers in the entire world 


5 being worth 500 Klokkies 


§ 
ee X10 per level). Beside 
each, collecting them all unlocks a super cheesy 


alternate ending, 
have given yo 


the kind that Hollywood would 
ul Have a good chuckle. 


Kjokkies Counter 
in the upper? 


top. The number a 
to the klokkies icon 
indicates the total number 
of klokkies you've collected. 


First person mode 
A red circle will highlight 
targets, while the target 
reticle will show where 
you are aiming. 


How to Play 


Scaler Abilities 
Scaler has pee of cool 
abilities. ome he starts 
with, many he can 
upgrade, and one he 
needs to acquire. 


Casnoutla er uired this ably. i ou can sneak by 
fuse you mies. 
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Tongue Attack 

Use his tongue to take out 
minor enemies and to stun 
the stronger ones. 


Claw Attack 


a 4 th claws fop 
uty com- 

pee oF ea with 

the simple claw 
attack, upgrade 
for more powerful claw 
attacks, and eventual! 
master the ultimate claw 
~ 4'Tack. You can also 
combine this attack 


with a jump for the 
Claw dash ae 


ack 5, take out minor 
Electric BUS vb break ope? cfs attack explodes ou 
Use the elec n the stronger © ching within its radius. 


stu 
eg ‘Sealer and "affects every 
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Scaler jn Walking mode 


=. button 
Ge, button 

left analog stick/directional buttons 
right analog stick 

8 button 

© button + © button 

@® button 

® button + @® button 

@® button + @® button + @® button 
8 button + @® button 

8 button + © button + @® button 
® button 

© button 

EB button 

GER button 

button 

button 


Pause / Pause menu 
Button assignments 
Walk/Run 

Move camera 
Jump 

Double jump 

Claw attack 
Double claw attack 
Triple claw attack 
Jump attack 

Long jump attack 
Transform 

Tongue attack 
First person view 
Camouflage 
Center camera 
Electric Bomb 
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Sealer in vine riding mode 


b 
> utton P. P. men 
START ause / ause menu 


+ button Button Assignments 


© button 
© button + [x] Jump / Grab / Drop 
ble jump 


button 
tick/directional b Dou 


@ button + left analog s +H 
uttons 


® button Jump in given direction 


Crouch / Hug vine 


Scaler in climbing ode 


& button Pause / Pause menu 


START 


2, button Button assignments 
left analog stick/directional buttons Climb 
right analog stick Move camera 
© button Jump / Fall 
© button Tongue attack 
button Center camera 
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Scaler Transformations 


After defeating enough enemies of a certain type, Scaler 
ilities to his 


can transform ‘into them and use their unique a 
advantage: 


Krock 


Use his rolling spike 
attack to crus 
enemies ana break 
through barriers. 
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vr Shoot nearb 
enemies wi 
a scatter gun 
effect or fake 
careful,aim 


and ape 
distant argets. 


SOO 


Swim to new areas and 
slam into enemies with 
your charge attack. 


& button 


; ccexbutton 
left analog stick/directional buttons 
right analog stick 
button 

g button while holding bomb 
button while holding bomb 

® or © button while bomb is away from you 
® button 

button 
button 


© button 


START 


{ button 


left analog stick/directional buttons 
right analog stick 

button on land 

@ button 

® button 

button 


16 button Center camera 


Scaler as Bakudan 
Pause / Pause menu 
Button assignments 


Walk / Run 
Move camera 
Jump 

Drop bomb 
Bowl bomb 


Detonates bomb 


Transform 


First person view 
Center camera 


Sealer as Krock 


Pause / Pause menu 
Button assignments 


Roll 

Move camera 
Jump 

Speed boost 
Transform 
Spike attack 


ann 
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Scaler as Doozum 
B button Pause / Pause menu 


START 


kqi;button Button assignments 


left analog stick/directional buttons Turn 
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right analog stick Move camera 
© button Thrust 
® button Sonar attack 
. button Transform 
button Speed boost 


button + left analog stick Quick Turn 
button Center camera 


Scaler as Fruzard 
B button Pause / Pause menu 


Cl button Button assignments 


SELECT 


left analog stick/directional buttons Walk/Run 
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right analog stick Move camera 
8 button Jump 
@® button Shoot 
button Spin attack 
button Transform 
button First person sniper mode 
[EEE @ button Shoot while in sniper mode 


button Center camera \ 


Scaler as Swoom 
® button Pause / Pause menu 


START 


(_ button Button assignments 


SELECT 


left analog stick/directional buttons on land Walk 


i inectional buttons in the water Turn 
left analog stick/direction on auteg i ae 


8 button on land Jump 
© button under the water Swim 
® or © button on land Slide charge 
® or © button under the water Torpedo charge 
@® button on land Transform ; 
button Center camera 


Containers and Collectables 
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Klokkie floating pollen particles, are 100 Cp 
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Containers and 
Collectables (con’t...) 


Cocoons 
PS Most can be easily broken and many 
n 4 contain a collectable. Cocoons should 
i bf be approached with caution as some 
are traps or monsters. . 


Shells 


nee abe tough to break and require an 
lectric Bomb Attack op a Bakudan bomb to 


open. Shells usuall i 
be y contain a very valuable 


Vitaloids 
ley help you recove: 
heath when you're ae 


PRC OCUCE TC 
‘Pi =i i i 


ee ee ee ek 


r Lizard Eggs 
there are 20 Lizard 


eggs you collect, th 
you. Collect all the eggs to keep Looger 


them into monsters. 19 


tine world. The more 
| become available to 
from mutating 
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Obstacles | 


You will pun into all sorts of obstacles throughout the world. & 
Study them carefully to determine the best strategy fo 


eliminate or neutralize them. 


Surprise COCOONS: 
Easy to break. Good things inside. 


e 


Cactus* 
This stuff swells up when you get close. 


Sneak up on if to get by: 


Spiky Surprise Cocoons? 


@ 


Sneak on by or blow if up. 


Climb Detonator: 
Touch it and then get back. 


Slide Bombs: M te plosive 
Duck and jump them. USNrOOms: 
Don't touch. Very volatile, 
Don't touch, 
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2 Thistle and 
Giant Thistle: 
Very sharp. Jump 
over them, 


ppppr 


Slide Barrier 
Crouch or hug the 
vine to get past 
this obstacle. 
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Floating Balloons: 


Ready, aim, fire! 


Stepy: 
ee Jump on, jump off. 
Don’t dilly-dally. 


cating Mine 
Eye by very carefully. 


Cannon Flower: 
Blastoff! Next 
stop Eggsville! 


Force Field 
and Emitter* 
Blow up the emitter 
to bring down the 
force field. 


iZZy Koot: 
Machine gun 
action. Time your 
counter attack. 


Fake Surprise Cocoon! 


Beware! Be ready! 


aA 
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Monsters 


Monsters come in all sha i 
pes and sizes. Get to know th 
all so you can be prepared to take them out. — e 


Screepies 
Tongue attack 


works best. 


Arachnos 
Use your tongue 
attack to take 
him out. 


Hidden Crab 


Keep punning. He won't be 


able to get a lock on you. 
Kates 


Travels in packs. 
Use your claws. 
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Dragon Shooter 
Stun him with your 
tongue. Finish him 
with your claws. 


id ind 


Zarpac 
Don’t turn your back 
on this one. He has 


sharp quick claws. 


Dragon Warrier 
Dor’t let him grab you. 


~. LL bi he he te 4 
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Flying Jeti 
Avoid his breath. 
It’s icy cold. Griffon: 

Keep an eye out 
for him. He’s quick. 


Rattlecrab* 


Hit him where he’s vulnerable. \ » 


Dragon War Beast: 
Attack when his fist is stuck 


in the ground. 


Trapper: 
Use camouflage 
to get by him. 


Iguana King? d 
Get in close and use ~ See 

your claws on him. STAYS ere 7 

7 i. ee) 
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Menu Screens Pi 


Use the directional buttons op the left analo, 


g stick to highlight your selection. 
Press the & button to confirm, Press the @ button to go back. 


Main Menu 


From the Main Menu, select New Game, 
Load Game, Options, or Credits. 


Nest 


! 
Lets you begin a new adventure! 


es nto a 
aR a previously saved a Scaler game 0 


y Cc 
memor card Amb) (for ayo ation®2), you an 
( ( 
load and continue or your adventure! See ZAaving 
[a] Pp ge 2 e A 
ane oadir mn pa ‘or more informat ion. 


“asi i to tailor 
ye ae all the settings you eal i S 
Scaler to your own tastes. See the Op 


section for more details. 


Credits 


Here you'll be able to view 
the game credits. 


Options Menu 


You can peach the Options 
Menu by selecting it from 
either the Main Menu 


op the Pause Menu, Vibration 


Camera 


Panel 


Options 


Pane] Menu 
Here you can set the state of the 
panel and the mini-map. You can 


Panel always on 


have the panel display when there 
a] = is a significant change such as when 
Map always on you take damage or it can be up at 


all times. You can display the 
mini-map by toggling it on and off 
rR, — : with the R3 Button op you can 
IA display it at all times. 
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_ 
~ SELECT LAnauR 
4 G 

ba e& E Language Menu 
$ the I © Language Menu, select 
» anguage you would like +h 
~ game to displ ay. e 
b- 
bi 
7 

> f 
=) 
»/ 
& ’ 
o Audjo Menu 
‘> Select either Music or Sound Fx. 
4 Once selected, use the left and right 
Fi functionality of the directional buttons or 
~*~ left analog stick to adjust the volume. 
bape sound 
| 
— 


[3 Yo Vp 


i ee per 


_—_— re id} Menu 
Select “On” or “OFF” to turn the 
vibration function on or off. 
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Camera/ First person Menu 
9 ONO eae UH Firth =) fo control how the right analog stick moves A 
~ the camera. Select either ¥ axis or first ete 
view. Once selected, this is selected use . 
left or right directional buttons or left oer me 
stick to select “normal” or “flipped.” When y' 


"Camera PS satiisfied with your settings, press the 
id ss : © button to confirm. 


First Person View 
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Menu Screens cont a 
IMPORTANT 


Use the directional buttons 
or the left analog stick to 
highlight your selection. 
Press the & button to 
confirm. press the ® button 
to go back. 


Pause Menu 


Objectives 


Map 

Save 
Options 
Quit Levers 


Quit Game 
rs 
~ 
& 
From the Pause Menu, select Status a. 
Screen, Objectives, Map, 5 i N 
» Map, Save, or Options. 
000000000000 ‘ * 
SO a 
Apa 3) N 
& 
5 
Here you can view the following ®&. 
information: & 
NY 
@ Number of Klokkies, Electric a. 
Bombs, Crystal Gems, and 2act} . 
Eggs collected. Object at % 
@ Number of energy points a 
earned. e 
as 
@ Number of transformable e 
creatures you have defeated. e 
@ Transformations you have e 
mastered. ~ 
@ Abilities you have learned. * 
@ 
a 
«a, 
® 
im Objectives a. 


This displays your objectives for the level gm 
When you complete an objective, the 
26 objective box will be checked. 
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a? ————— Leve] Ma 


WG displays a map of the current level, 
sk current position is indicated bya 
ye low arrow. Your current objective is 
pos by a star. Use the right 
analog stick to zoom in and 
out on the 
B map. Use IEEE and move fo up and 


LDOOOCOC 


J 
> 
9 down between levels on the map. 
& 
S Save 
- This displays the save game slots. 
| Use the directional buttons or left 
~ analog stick to select a game slot. If 
= the slot is open, the game will be 
o! saved. If there is an existing saved 
~~ game in the slot, you will be asked to 
=) confirm your selection. “Yes” over- 
al writes your existing save with your 
=~ current save and then returns to the 
—) Pause Menu. “No” will return to the 
“a Pause Menu without saving. 
é Quit G ; 
<a uit Game Option 
z ee This option is only available when yor 
= need the game. You will be ssi to 
) 'pm your selecti 
= yi ction. 
= 
- 
real 
r Quit Leve] Opt 
= uit Leve] Option 
Low This option is only available when 
= Quit Game you pause the game. You will b 6 


asked to confirm your selection, 


Quiting the level will take you back 
to the world map. 
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Wor\d map / Gallery 


ss the EGER button while you are on the 


yy 
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. i 
E You can also pre: 
World Map to access the Gallery. As you collect es 
Crystal Gems, more pictures will become availab! "99 
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~ SUPPORT & WARRANTY 


Warranty 


LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT 

YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND 
LICENSE AGREEMENT (THE “AGREEMENT”) AND THE TERMS SET FORTH BELOW. THE “SOFT- 
WARE” INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING 
MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR DOCU- 
MENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND ITS MATERIALS. BY OPENING 
THE SOFTWARE, INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS 
INCLUDED WITH THE SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH 
GLOBAL STAR SOFTWARE, INC. (“LICENSOR”). 


LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non- 
exclusive, non-transferable, limited right and license to use one copy of the Software for your personal use on a 
single home or portable computer. The Software is being licensed to you and you hereby acknowledge that no 
title or ownership in the Software is being transferred or assigned and this Agreement should not be construed 
as a sale of any rights in the Software. All rights not specifically granted under this Agreement are reserved by 
LICENSOR and, as applicable, its licensors. 


OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but not limited to, all 
copyrights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audiovisual 
effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and 
moral rights. The Software is protected by United States copyright law and applicable copyright laws and 
treaties throughout the world. The Software may not be copied, reproduced or distributed in any manner or 
medium, in whole or in part, without prior written consent from LICENSOR. Any persons copying, reproducing 
or distributing all or any portion of the Software in any manner or medium, will be willfully violating 
y-~™the copyright laws and may be subject to civil and criminal penalties. Be advised that Copyright 
violations are subject to penalties of up to $100,000 per violation. The Software contains certain 
licensed materials and LICENSOR’s licensors may protect their rights in the event of any viola- 


tion of this Agreement. 


LICENSE CONDITIONS 

You agree not to: 

(a) Commercially exploit the Software; & 
(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies 

of this Software, without the express prior written consent of LICENSOR; 


(c) Make copies of the Software or any part thereof, except for back up or archival purposes; ot 


(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the Software (or 
permit others to do same) on a network, for on-line use, or on more than one computer, computer terminal, or 


workstation at the same time; 


(e) Copy the Software onto a hard drive or other storage device and 
CD-ROM (although the Software may automatically copy a portion of itself onto your hard drive during installa- 


must run the Software from the included 


LICENSOR may offer you a separate site license agreement to make the Software available for commercial use;. 
(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in part; 
any proprietary notices or labels contained on or within the Software; and 


(h) Remove or modify 
directly or indirectly) into any country forbidden to receive such Software by 


(i) transport, export or re-export ( 
any U.S. export laws or accompanying regulations or otherwise violate such laws or regulations, that may be 
' 


amended from time to time. 


THE SOFTWARE UTILITIES. 
The Software may contain a level editor or other similar type tools, assets and other materials (the “Software 

Utilities’) that permit you to construct or customize new game levels and other related game materials for per- 
ftware (“Customized Game Materials”). In the event the Software contains 


sonal use in connection with the So 
such Software Utilities, the use of the Software Utilities is subject to the following additional terms, conditions 


and restrictions: 

(a) All Customized Game Materials created by you are exclusively owned by LICENSOR and/or its licensors (as 
the case may be) and you hereby transfer, assign and convey to LICENSOR all right, title and interest in and to 
the Customized Game Materials and LICENSOR and its permitted licensors may use any Customized Game 
Materials made publicly available to you for any purpose whatsoever, including but not limited to for purposes of 
advertising and promoting the Software; (b) You will not use or permit third parties to use the 

Software Utilities and the Customized Game Materials created by you for any commercial pur- 

poses, including but not limited to distributing, leasing, licensing, renting, selling, or otherwise 

exploiting, transferring or assigning the ownership of such Customized Game Materials; 


(c) Customized Game Materials must be distributed solely for free; provided, that you may contact 

LICENSOR for a license to commercially exploit the Customized Game Materials which LICENSOR may grant 
or deny in its sole discretion; 

(d) Customized Game Materials shall not contain modifications to any other executable files; 


(e) Customized Game Materials must be used alone and can be created if the Customized Game Materials will be 
used exclusively in combination with the commercially released retail version of the Software. 


(f) Customized Game Materials cannot contain libelous, defamatory or other illegal material, material that is 
scandalous or invades the rights of privacy or publicity of any third party, or contain any trademarks, copyright- 
protected work or other property of third parties (without a valid license); and 


(g) All Customized Game Materials must contain the proper credits to the authors of the Customized Game 
Materials and must indicate that LICENSOR is not the author of the Customized Game Materials with addition- 
al language that ‘THIS MATERIAL IS NOT MADE, GUARANTEED OR SUPPORTED BY THE PUBLISHER 
OF THE SOFTWARE OR ITS AFFILIATES.” 
LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original purchaser of the 
Software) that the original storage medium holding the Software is free from defects in material and workman- 
ship under normal use and service for 90 days from the date of purchase. If for any reason you find a defect in 
the storage medium during the warranty period, LICENSOR agrees to replace, free of charge, any Software dis- 
covered to be defective within the warranty period as long as the Software is currently being manufactured by 
LICENSOR. If the Software is no longer available, LICENSOR retains the right to substitute a similar program 
of equal or greater value. This warranty is limited to the storage medium containing the Software as originally 
provided by LICENSOR and is not applicable to normal wear and tear. This warranty shall not be applicable 
and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period described above. 
Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, express or 
implied, including any other warranty of merchantability, fitness for a particular purpose or non- 
infringement, and no other representations or warranties of any kind shall be binding on = 
LICENSOR. 


When returning the Software subject to the limited warranty above, please send the 
original Software only to the LICENSOR address specified below and include: your name 
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and return address; a photocopy of your dated sales receipt; and a brief note describing the 
defect and the system on which you are running the Software. 


~~ IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSE- 
QUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THE SOFTWARE, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COM- 
PUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. LICENSOR’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE OF 
THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN 
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CON- 
SEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF 
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND 
YOU MAY HAVE OTHER RIGHTS THAT VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION: This Agreement will terminate automatically if you fail to comply with its terms and condi- 
tions. In such event, you must destroy all copies of the Software and all of its component parts. You can also 
end this Agreement by destroying the Software and all copies and reproductions of the Software and deleting 
and permanently purging the Software from any client server or computer on which it has been installed. 


U.S. GOVERNMENT RESTRUICTED RIGHTS: The Software and documentation have been developed 
entirely at private expense and are provided as “Commercial Computer Software” or “restricted computer 
software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is sub- 
ject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Date and Computer 

RS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial 


Software clauses in DFA 
Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ 


Manufacturer is the LICENSOR at the location listed below. 

EQUITABLE REMEDIES. You hereby agree that if the terms of this Agreement are not specifically enforced, 
LICENSOR will be irreparably damaged, and therefore you agree that LICENSOR shall be entitled, without 
bond, other security, proof of damages, to appropriate equitable remedies with respect any of this Agreement, 
in addition to any other available remedies. 


INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affiliates, contrac- 
tors, officers, directors, employees and agents harmless from all damages, losses and expenses arising 


rr directly or indirectly from your acts and omissions to act in using the Software pursuant to the 


terms of the Agreement. 

MISCELLANEOUS: This Agreement represents the complete agreement concerning this license 
between the parties and supersedes all prior agreements and representations between them. It 
may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be 
unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforce- 
able and the remaining provisions of this Agreement shall not be affected. This Agreement shall be construed 
under New York law as such law is applied to agreements between New York residents entered into and to be 
performed within New York, except as governed by federal law and you consent to the exclusive jurisdiction of 


the sate and federal courts in New York, New York. 
IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOU MAY CONTACT IN WRITING 
GLOBAL STAR SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY 10012. 


© 2004 Take-Two Interactive Software and its subsidiaries. Global Star, the Global Star logo, the A Take2 
Company logo, and Take-Two Interactive Software are all trademarks and/or registered trademarks of Take- 
Two Interactive Software, Inc. © 2004 Artificial Mind and Movement Inc. All Rights Reserved. Uses Bink 
Video. ©1997-2004 by RAD Game Tools, Inc. The ratings icon is a trademark of the Entertainment Software 
Association. All other marks and trademarks are the property of their respective owners. Developed by 
Artificial Mind and Movement, Inc. Published by Global Star Software. All rights reserved. 


For technical support, please contact our Technical Support Email: tech@globalstarsoftware.com 


Global Star Software, Inc. 622 Broadway New York, NY 10012 
ESRB rating 


This product has been rated by the ente 
the ESRB rating, or to comment about the appropriateness of the rating, 


at 1-800-771-3772. 


rtainment software ratings board. For information about 
please contact the ESRB 
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